Raster operations are widely used to display full-color graphics images (or pixmaps) and single-color images (or bitmaps). These features are strongly needed for image processing applications and font output. However, current mobile graphics platforms, including OpenGL ES hardware implementations, do not directly support these features. To fully support those raster operations on the mobile graphics platforms, we interpreted the graphics images as a set of 3D points, and processed those 3D points through the typical 3D geometry pipelines, in a full-software implementation. Our implementation shows sufficient execution speeds, and passed the official conformance tests to show its correctness.

